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fSocialization of Digital Objects 
through Shared Experience
BACKGROUND
Digital libraries serve communities which can be as speciﬁ c as the Drexel University College of IST PhD Student community or as grand as all doctoral students in 
Information Science Programs in America. 
Digital libraries (DLs) afford users the opportunity to access and organize large volumes of information from multiple information sources.  They are fundamentally 
changing how individuals interact with information which translates to changes in knowledge creation. Now that DLs are being implemented on a wider scale we 
need to pay more attention to the social and cognitive dimensions of their adoption and use. 
ARGUMENT
• The presentation of structured information about user ex-
periences (social cues) combined with existing information ob-
jects (content)  will increase the effectiveness of information 
object while at the same time preserving communal knowl-
edge.  
• The use of cultural narratives and social cues, including so-
cial proximity to create dynamic experiences with digital library 
objects is at the heart of this research examination.  I am in-
terested in designing systems that allow groups to collaborate 
over computer networks.
RESEARCH QUESTIONS
RQ1.  What is the relationship between the socialization of 
digital objects through shared experiences and the information 
experience of digital library users?
RQ2.  What are the major factors that drive or inhibit user in-
teraction with Web 2.0 technologies and in digital libraries? 
CONTRIBUTION AND SIGNIFICANCE
This research leads to a structural analysis of experience and 
raises important epistemological questions:
• What is the role of experience in contextual culture and how 
is use manifested through digital library artifacts such as im-
ages, literature or multimedia?  
• How should digital libraries be designed so that they support 
human-information interactions that enable individuals with a 
shared aim to achieve a common goal?
Additionally, this research is novel in that it covers many unex-
plored issues in digital library research such as:
• Value-driven use
• Trust
• Ethical dimensions of information sharing 
CANDDiL: DIGTAL LIBRARY APPLICATION
The digital library application is a communal artifact narrative 
driven digital library (CANDDiL) and is still being coded and 
developed with the goal of having it full functional and popu-
lated with content and usability tested by the end of the Spring 
term 2007. 
PRELIMINARY EVALUATION TOOLS
Gerhard et al. Questionnaire was based on the work of Wit-
mer and Singer (1998), which identiﬁ ed involvement and 
immersion as necessary conditions for experiencing pres-
ence in a virtual environment. 
The Basdogan et al. questionnaire consists of 8 items rated 
on a 7-point scale. It aims to measure “the sense of being 
together” as it related to online interactivity.
Artifact Socialization
The key idea of artifact socialization is that digital libraries should 
function as mechanisms to support discovery, use, and manip-
ulation.  Artifact socialization is the process by which items in 
a digital library or repository are understood in a cultural and 
social context familiar to the patron or user. 
This model envisions context as a mesh.  Artifacts are inter-
connected based on associated cultural and social cues.  Con-
ceptually, patrons can transformation of digital [information] 
artifacts into novel culturally and socially understandable and 
acceptable items by drawing dynamic connections between 
multiple interrelated artifact records.
Digital Libraries are managed collection of information, 
with associated services, where the information is stored 
in digital formats and accessible over a network (Arms, 
2001). 
Digital libraries are organizations that provide the resourc-
es, including the specialized staff, to select, structure, of-
fer intellectual access to, interpret, distribute, preserve the 
integrity of, and ensure the persistence over time of col-
lections of digital works so that they are readily and eco-
nomically available for use by a deﬁ ned community or set 
of communities“ (Digital Library Federation, 1999).
Existing digital library applications are based on a docu-
ment repository structure. While they remain functional as 
repositories, they are inadequate for promoting commu-
nity interaction.
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Figure 1: Moore’s Model of Artifact Socialization
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